speaking English, they will be able to earn more money, to fulfill certain education requirements, to travel abroad, to gain access to the culture of English speaking nations, or simply to meet more people.
The aim of speaking is primarily to communicate his message rather than to be nice to the listener and when the message is the reason of speaking so the message must be understood (Brown and Yule, 1998: 13) . It is needed to give more opportunity for the students to communicate by using target language regularly to build their skill in speaking English and try to understand when someone speaking English, so they will be brave to communicate by using the target language and by using their knowledge, try to understand and response it, so the communication will be School environment must support to create English atmosphere, so it will motivate students to practice their speaking skill.
In fact, the condition was still far from what was expected. In other words, the students speaking skill was still low.
It happened because of students" low competence, low motivation, and the unsuitable method in teaching-learning process.
There was a serious problem in class VIII/A of SMPN 1 Geger Madiun in the speaking skill. The average score of students in speaking is 67. The highest score was 85 and the lowest score was 46. There were 20 students in the class, just 3 students passed from passing grade of speaking and 17 students could not pass the passing grade. It meant that 85% students failed in speaking test and just 15% students succeed. The cause of the problems were as follow: students read the words like in Indonesian; students asked their friends or teachers the intonation of the sentences, students used "be" and "verb" in a sentence; students used unsuitable vocabularies, students spoke word by word so it made difficult to understand what they talked about.
Referring to the questions whether students used English to communicate with their friends outside the classroom or not, most of them said no and they had various reasons, for example they were not motivated to speak English because they were ashamed or they lack of selfconfidence. They didn"t want their friends considered him to be proud and they were afraid of making mistakes. Dealing with the condition above, the solution offered was related to "Most Names". "Most Names" is a kind of guessing game. Game is one of the techniques that can be applied in teaching speaking because games give students pleasure to practice to express themselves. Games are also useful to encourage students" interaction in oral communication. Games offer the creation of an enjoyable atmosphere to learn.
Edge states that the game is words as "play", "fun", "cooperative", and
There are many kinds of language games or communication games which we can apply for our students in order to improve their speaking skill. It will create students-centered speaking climates and it will make students conduct direct conversation program quite well because a game can be stimulating and entertaining, and when the participants have stopped playing the game teacher can use it as a stimulus for additional conversation (Dobson, 1987: 107) .
By using games, students will be stimulated to speak English in their daily life both in the classroom and outside the classroom. The most important is by using the games the average score of students in speaking would improve too.
It was expected that more than 75% students of class VIII/A could reach Passing Grade of speaking. The observation was done to observe how the students of VIII/A grade skill in speaking especially their activity before and after using "Most Names"
II. RESEARCH METHODOLOGY
game. Sutrisno Hadi (1986) The quantitative data will be analyzed by using descriptive statistics. It analyzes the comparison between the score of the pretest, before implementing Most Name and the score of the posttest, after implementing Most Name.
The qualitative data would be analyzed into data reduction, data display and conclusion drawing/ verification such as stated by Mile and Huberman in Sugiono (2006: 337-345 ).
The conclusion of the qualitative research can be a description of the object, hypothesis or theory.
III. RESEARCH FINDINGS AND DISCUSSION
The previous condition of the The students" speaking score improved from cycle 1 to cycle 2 which can be seen from the following From the tables, it could be concluded that the students" score improved from cycle 1 to cycle 2. At the last of the research or cycle 2, there were 17 students or 85% student who fulfilled the passing grade while the rest, 3 students or 15% student did not pass from the passing grade. This study could be said successful because more than 75% student could fulfill the passing grade.
Based on the explanation above
and analyze the indicators of speaking, it can be seen that the implementation of most names as a kind of guessing game could improve students" speaking skill.
The Improvement of Students' Participation
Most Names which had been applied in this research from cycle 1 to cycle 2 was very challenging. Each group played in turn to be the winner of the competition. So, they had to cooperate among their friends in their own group to do the game well. As stated by Edge Most Names as a kind of Guessing Game which had been applied was student centre. The teacher was as a facilitator and prepared the media of the game. The players were all students in the classroom, so all students had to participate in the game.
The Improvement of Students'

Interest and Motivation
Based on the collaborator and the researcher observation from cycle 1 to cycle 2, most of student said that they enjoyed the game very much. They didn"t feel boring and sleepy when they were playing games. They also felt that the time too fast because they didn"t want to stop playing the games.
By Most Names which had been applied in this research, students were motivated to be the winner of the competition, so they were motivated to study hard. They tried to find each of the word which they did not know the meaning of it; they memorized the words; and tried to use the words to make good sentences so their friends could understand what they talk about. It means that "Most Names" improved students" interest and motivation.
In the first and second cycle, most names had been done to achieve the skill of speaking. The problems which happened in the previous cycle could be covered in the next cycle. Competitions were the students" favorite activities.
Each of the cycle competed in group.
Students were motivated to be the winner of the competition. As the result they played the game seriously.
Individual test was students" duty in each cycle. Every student had to perform in describing someone"s appearance to get the individual score. As the result student tried to do the best in order to get good mark from the teacher.
Beside the indicators of speaking which students attended, they used eye contact, gesture, expression, and intonation well. Second, Most Names had more strengths than weaknesses, It made students work in a group and familiar each other, the students are as the subject so they did everything by themselves, all students involve in the activity, students learn not only from their teacher but also from their friends, students motivate to study hard like their friend which success in the game, and students competed one another to study hard to be the winner of the competition.
IV.CONCLUSION
Third, students gave good responses in the implementation of the most names. They enjoyed the game very much and felt that the time ran too fast. 
